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Concealed Weapons Master Prestige Class

Concealed Weapons Master

Occasionally a harmless looking individual will erupt into a flurry of blades and mayhem.  It is the Concealed Weapons Master, an expert at hiding weapons on his person and unleashing them when his opponents least expect it.  Many Concealed Weapons Masters disguise themselves as ordinary citizens, although some choose to give the impression of a huge, lumbering fighter or a timid, feeble mage.


Hit Die: d6.

Requirements

To qualify to become a Concealed Weapons Master, a character must fulfill all the following criteria.

Sleight of Hand:  10 ranks.

Disguise:  5 ranks.

Feats:  Quick Draw.

Special:  The character must own at least one weapon specifically designed to be concealed (such as a flat-handled dagger that fits in your sleeve, or a normal shuriken), a special harness to aid in concealing a weapon (such as a sheath that goes under your clothing), or a garment specifically designed to conceal weapons (such as a cloak with hidden weapon pockets).  If the item is a weapon, the character must be proficient in its use.
Class Skills

The Concealed Weapons Master’s class skills (and the key ability for each skill) are Balance (Dex), Bluff (Cha), Climb (Str), Craft (Int), Diplomacy (Cha), Disguise (Cha), Escape Artist (Dex), Hide (Dex), Intimidate (Cha), Jump (Str), Listen (Wis), Move Silently (Dex), Perform (Cha), Profession (Wis), Search (Int), Sense Motive (Wis), Sleight of Hand (Dex), Spot (Wis), Swim (Str), Tumble (Dex).  See Chapter 4: Skills in the Player’s Handbook for skill descriptions.



Skill Points at Each Level:  6 + Int modifier.

The Concealed Weapons Master

	Class Level
	Base Attack Bonus
	Fort Save
	Ref Save
	Will Save
	Special

	1st
	+0
	+0
	+2
	+0
	Hidden danger, secret craft

	2nd
	+1
	+0
	+3
	+0
	Sneak attack +1d6

	3rd
	+2
	+1
	+3
	+1
	Covert strike

	4th
	+3
	+1
	+4
	+1
	Sneak attack +2d6

	5th
	+3
	+1
	+4
	+1
	Surprise strike


Class Features

All of the following are class features of the Concealed Weapons Master prestige class.


Weapon and Armor Proficiency:  Concealed Weapons Masters are proficient in all simple weapons, as well as shuriken and hand crossbows.  They are also proficient in any weapon that is specifically designed as a concealed weapon.  They gain no new proficiency in any armor or shields.
Hidden Danger (Ex):  The Concealed Weapons Master is always prepared for trouble.  You can draw a concealed weapon as a free action using the Quick Draw feat.  Even with no weapons drawn, you threaten all foes within 5 feet, provided you are able to draw a weapon as part of any Attacks of Opportunity you make.
The Concealed Weapons Master also learns to fight with weapons that have been made invisible with the invisibility spell.  These work in all ways like a normal concealed weapon, but you get a +20 bonus on any Sleight of Hand checks made to conceal such a weapon.

Secret Craft:  You may use Craft (Weaponsmith) to craft a light weapon to make it easier to conceal.  You get a +2 bonus to your Sleight of Hand check to conceal such a weapon.  This modification follows the rules for crafting an item, but increases the Craft DC by 3 and the weapon’s market value by 30 gold.

You may use Craft (Weaponsmith) to craft a concealable one-handed weapon.  This weapon may be concealed as though it were a light weapon, but functions as a normal weapon of its type in all other respects.  A Sleight of Hand check to conceal a one-handed weapon has a -2 penalty, unless the weapon is particularly small or thin (like a rapier).  This modification follows the rules for crafting an item, but increases the Craft DC by 3 and the weapon’s market value by 100 gold.

You may use Craft (Leatherworker), Craft (Tailor), or a similar skill to fashion a special sheath or hidden pocket with which to conceal weapons.  You get a +2 bonus to your Sleight of Hand checks to conceal a weapon in such a harness.  The Craft check has a DC of 15 and the harness has a market value of 5 gold.  Each harness is made for a specific type of weapon, and can only conceal a single weapon at a time.  A weapon may not benefit from more than one harness at a time.
Sneak Attack:  You deal the extra damage listed when you hit a foe who you are flanking or who is denied their Dexterity bonus to AC.  This is the same as the rogue’s ability of the same name, and stacks with that ability.

Covert Strike (Ex):  You can now sheath a weapon as a free action which does not provoke an attack of opportunity; if the weapon was drawn from a concealed location, it is automatically concealed again (using the same Sleight of Hand check result) upon being sheathed.

This allows you to attack with a weapon while keeping the weapon itself concealed.  Any observer (including the target of your attack) who doesn’t notice the weapon will think you are making unarmed strikes.  However, with each attack all observers get a Spot check to notice the weapon as if they were actively looking for it.  Once an observer notices a particular weapon, they are aware of it and no longer need to make checks, even if it gets sheathed again in a concealed location.  Once an observer sees you use a concealed weapon, they get a +10 bonus on their Spot checks to notice your other concealed weapons.
A person can’t disarm, sunder, or target a spell or effect at a weapon that they are unaware of.
This ability can’t be used effectively with ranged weapons or weapons that reach more than 5 feet (like a whip), unless you are using them against adjacent opponents.  Such attacks provoke attacks of opportunity as normal.

Surprise Strike (Ex):  When attacking a creature with a weapon that they are unaware of, you may deny them their Dexterity bonus to AC for this one attack, but doing so reveals the weapon afterwards for all to see (which grants them a +10 bonus on Spot checks to notice your other concealed weapons).  You can’t use this ability in conjunction with covert strike – you can sheath the weapon as a free action, but anyone who saw you make the surprise strike is now aware of that weapon, as if they had made their Spot checks to notice a covert strike.

This ability may only be used once per round.  It is effective only against opponents with an Intelligence score of 3 or more and who can see or sense you.
